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‘nae NINTENDO 
and that hae 


"wien bung gon 
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A EE, 
SAFETY PRECAUTIONS 


1. This Game-Pakis a very fine instrument. 
Keep it away from very high temperature and 
mechanical shock at all times. Never dis- 
assemble it for any reason, 


2, Never get the terminals wet or touch them 
with your bare hands. This could cause 
damage. 


3. Do not clean the case with solvents of any 
kind, such as thinner, benzene, alcohol, etc. 


4, Ifyou play the game for a long period of 
time, please take a short rest of 1010 15 
minutes, about every 2 hours, for your health. 
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| eee 
ou emerge from a 


groggy stupor and 

find your right palm 
covered with dried blood. 
Hmmm...no wounds... 


must be someone else's 


blood. The pain in your left 


ი” 
forearm grabs your atten- 


tion and you notice a tiny 
puncture. Is this from 
some type of injection? 
Your heart skips a beat as 
you realize that you can't 


remember who you are! 








a 
NAMES OF CONTROLLER PARTS AND 
OPERATING INSTRUCTIONS: 

On contol is sed for is game 


Control Pad. 


Used to move pointer on screen, 


SELECT Button: 
Not used. 


START Button: 


Used to start the game, 


AButton: 
Used to make a selection with the pointer Alo used to 
‘ead the next part of a message 


B Button: 
Used to 





commands 


1]. "n 
HOW TO PLAY: 


Starting the Game: 
When the Déjà Vu e screen appears, press START to 
ხიდი he game 


Choosing the File: 
After pressing START to begin the game, you wil soe a list 
‘of throe possible FILES, The three i 

status of ree different games Use 





let you save the 
1 contol pad to move 
‘he bullet to the fe you would ike to use. When you first 
‘begin your quest, each of these fles wil be marked NEW 
indicating that each is a new game. As you advance 
‘trough the game, you may ave your current position so 
that you can resume your game at a later time, 








The Objective: 

‘You have awakened to realize that you can't remember who 
you are. Were ჯის injected with something? Ifyou have 
any hope of surviving, you've gott figure out wha you are 





«3 that blood on your hand isn't yours, 
whose isi?” Jeb, it you are killed in your quest you 
საარ თი opt. jsuming your game where you let f. 











View Notebook. 





Command 


Playing the Game: 

Déjé Vu is a graphic adventure game which you coetrl us- 
ing the various windows on screen. When ჯის frst ხიდი. 
the game, you wi be given some important information n. 
the Text window at the bottom ofthe creen Press the A 
button to view the next part of the message. You can also 
press the A button while the message is being writen to 
more quickly display the text After viewing he last part ot 
the message, you wil soe the main game screen which is 
divided into thre pars or “windows.” Lors lok at each of 
these windows and then wel show you how o use them to 
et started 


The View window in the upper lat of our sereen gives you 


a look at your sursundır vopears at 
the bottom of your sere informa 
tion for you o read 

manipulate objects ის m 


When you fest awaken you wil find yourse in a restroom 
stall In front of you hangs a tan trench coat Lets examine 
the tench coat Use the control pad o move the pointer to 
the box next to the EXAM. command in the Command win- 
(dom. Pross the A bution to choose the EXAM. command. 
The box wil turn black t confirm your selection. 


Next, use the control pad to move the pointer up unt tis 
over the trench cost in the View window. Press the A button 
to examine the trench coat You wil be gwen a description 
ofthe trench cost. The EXAM. command is one of your bost 
tools for investigatina vow surroundings: 





vou are. We 

any hope of surv. 
and whats y 
whose isa?” 
have the opt 








When you press he A burton, the second part of the mes 
sage wil be shown, 


Looks lie there may be something of use თ the pocket of 
the trench coat Lots take the trench coat and look inside 
the pocket. Press the A buon to indicate that you are fn- 
ished reading the message. The Command window wil 
once again appear. 


Move the pointer to the TAKE command and press the A 
button. Next, move the pointer up t the View window unti 
itis over ho trench coat and press the A button. oo wit 
foctive a message confirming that the coat has been taken, 
Press the A button to return to the Command window. 


You wil now see a COAT sted in the GOODS page of your 
notebook in he upper len part of tha window. 


Having taken the trench coat, you wil now see a 38: 
volvar in a hoster hanging in front of you As the message 
indicates, this wil probably be handy! Press the A bution to 
return to the Command window. 


The TAKE command wil stil be selected. To take the gu, 
move the pointer to the gun and press the A burton. You wil 
receive a message confirming that you have taken the gun 
and k wil appear in the GOODS page of your notebook. 


Now lers look inside the pocket ol the wench cost Move 
the pointer to the ხი» next to the OPEN command in the 
(Command window and press the A buon. Nox, move the 
pointer to e box next to the COAT in the GOODS page of 
Your notebook and press the A button You wil receive a 
message confirming the opening ofthe pocket Press the 
A buton again 10 clear the message 





Your notebook wil now show a page sting the contents of 
the coat pocket 


‘Some ofthese tems will probably ხი useful, but only it we 
get out ot this restroom stall 


The OPEN command shouid stil be selected. Move the 
pointer to თი door of the stali straight in front of you and 
press the A bution You wil receive a message confirming 
the opening of the door and you will now be able to see imo 
the other part of the restroom. OK, lets get out of here! 











Press the A button to return to the Command window. Move 
the pointer to the MOVE command and press the A buton. 
The box just below the MOVE command gives you გი over- 
head view of any available exits from your curent positon. 
Move the pointer down to the blue box თ the area just ხი 
low the MOVE command and press the A button. You wa 
"hon move out of the stall and find yourself the middle of 
the restroom. Before you is another door Perhaps you 
should open # and see what hes beyond, Or maybe you 
should examine the other ems in is room more careful 
The restis up ta yeu! Good luck! 





The other commands work similarly to the ones you have 
already used. The following section conatais a summary of 
ae commands 


‘Summary of Commands: 

EXAM. Th command lows you to examine objects in 
te View window, This the best way to get in- 
formation onthe objects you see It wil help you 
determin which object are important 


SPEAK Use this command to talk to the other characters 


HIT Use this command to strike a forceful blow 
against someone or something 





CLOSE Usedto close objects that have bean opened, 


OPEN Used to open doors, pockets, boxes, and other 
containers. You can also use this t0 open dems 
that appear in the 60005 page of your notebook 


TAKE Use this command to pickup an object After 
taking an object, wil appear on თი GOODS 
page of your notebook 
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n 


LEAVE 


use 


This command lets you uy to drop an object at 
Your current locaton. You can do this tighten 
Your load orto discard an tem that is no longer 
fuse, 


This command lets you use an abject that you are 
carrying. The objects you are carrying are sed 
‘onthe GOODS page of your notebook. To use an 
object, frst choose the USE command Next 
‘move the pointer to the object you want to use an 
the GOODS page of your notebook and press the 
A button if this object is to be used on another 
object you can then move the pointe into the 
View window to choose the object tht should be 
acted upon. in this way you can use a gun 
against an assailant or example. This command 
is also useful for consuming food or drink. 





MOVE — This command permits you to move through your 
environment. To use the MOVE command, frst 
move the pointer to the MOVE command and 
press the A button. You can then specify where 
you wouid lke to move by positioning tha pointer 
Over one of the avadable ents, Available ext 

| ara shown in the box below the MOVE com- 

mand. This is a top down view at your present 

| location You may also spec where to move by 

‘moving the pointer to the desired exin the View 
wendow and pressing the A button Each tme 

you move to a new location, you wil ხი given ა. 

desertion ol your surroundings 
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The Notebook: 

The Notebook window shows you an inventory of the tems 
or notes you are carrying Only one page ofthe notebook is 
visible at a time. You can use the Let and Right arrow boxes 
in the Command window to turn the pages of your notebook 


The Self Box: 

The SELF box lets you use an object on yourtalt. For ex: 
ample, to drink a glass of sezer, you would fest TAKE itso 
that t shows up in the 60005 page of your notebook Nex. 
You would choose the USE command, select the seltzer 
from the GOODS page, and lastly choose the SELF box to 
Use he seltzer on yoursel 


‘The Save Command: 

‘You can save your curent status by selecting the SAVE 
‘command. This wil allow you to resume your game at an- 
other time. 





Resuming a Saved Game: 

After pressing the START button to begin your game, 
choose the FILE o which you had previously saved your 
game. You wil then be given tree choices: 





CONTINUE lts you resume your previously saved game. 
ი lets you cancel your choice, 


NEW GAME lets you start the game rom the very begin 
‘ing. However, thi wil erase your prev. 
‘ously saved game! 


4 


COMPLIANCE WITH FCC REGULATIONS. 


‘This equipment generates anduses radiofrequency energy andit notinstaed and used property, that 
ი sic accordance with the manufacturer's instructions, may cause interference to radio and 
television reception has boen type tested and found to comply th the irits tor a Class B computing 
(device ი accordance with the specifications ი Subpart J ot Part 15 ol FCC Rules, which are designed 
to provide reasonable protecton against such interference in a residential installation. However, 
thora is no guarantee that imertoranco wil not occur in a particular installation. I this equipment goes 
tavse interference to radio or television reception, which can 
aff and on, the usor is encour 















Reoriantthe receiving antenna, 
Relocate the NES with respect to the receiver 

= Move the NES away fron the receive 

- Plug he NES into a diferent outlet so that Control Deck and 
D ‘on dierent circuits 








M necessary, the user should consult the dealer or an experienced radiatelevson technician for 
addtional suggestions. The user may ind tho folowing boot prepared by the Federal Comunica 
"ion Commission hel 

Howto identity and Resolve Radio-TV interference Problems 

This booklet is available from the U S. Government Printing Office, Washington, D.C. 20402, Stock No. 
00400 00345. 








30-DAY LIMITED WARRANTY KEMCO/SEIKA GAME PAKS 
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A WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV A 


Do not use a front or rear projection television with your 
Nintendo Entertainment System" ("NES") and NES games. 
Your projection television screen may be permanently 
damaged II video games with stationary scenes or patterns 
are played on your projection television. Similar damage may 
occur if you place a video game on hold or pause. II you use 
your projection television with NES games, Nintendo will not 
be liable for any damage. This situation is not caused by a 
defect in the NES or NES games; other fixed or repetitive 
images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 
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